6, Assumed MOTHER 3 Couldn't be 
Restarted 


- (Imitating the voice in the initial character naming screen) OK desu ka? 
Itoi (laughs) Yeah, OK desu. 

- That "OK desu ka?" voice is yours, isn't it? 

Itoi | didn't even know that my voice was recorded! It was over ten years ago when 
Hirokazu Tanaka, tricked me into saying it after he'd hidden a tape recorder. Now it's 
even being used as-is in MOTHER 3, without any remastering. 

- When I heard it, | thought, wow, MOTHER really has returned. 

Itoi A lot of people have mentioned that. That, and "What about MOTHER 1? It didn't 
get an 'OK desu ka'!" (laughs) Everyone is using MOTHER 2 as a sort of scale of 
measurement. I've come to understand that quite well. 

- Even so, MOTHER 3 sales are going great, aren't they? Congratulations. 
Itoi Thank you. I've been really tired since its release, though. 

- I'm sure you were extremely anxious even before the release. 

Itoi Oh, | was! Software really is like a child. 

- It's like a child that refuses to be born finally making its appearance into 
the world. 


Itoi That's about right. | never would have thought that I'd come to feel this way. 

- | know it was an extremely long production period, but what were your 
feelings? 

Itoi Well, besides the times when nothing was being made at all... (laughs) No, well, 
in the beginning it was extremely interesting. When I thought up the story and when 
the production was coming to an end were really the heaviest periods. Of course, 
because it's a team project, there isn't a whole lot you can do directly yourself, so a 
lot of the time was just spent worrying about it. 

- All of the fans were left in suspense worrying about it, too. 

Itoi Yes, I'm sorry. (laughs) 

- The N64 version was cancelled back in 2000, and after having completely 
given up, the new development was announced three years later. 

Itoi Yeah, that was at the time of 1+2's announcement. 

- Everyone was delighted when they read Mr. Saturn's "MOTHER 3 is 
coming, too" message, but... 

Itoi They said, "You're lying!" (laughs) But, even though so much time and effort 
had been spent on the game, once its cancellation had been announced, | assumed 
development on MOTHER 3 couldn't be restarted.. So this time around, the job felt 
like | was marching with the spirits of MOTHER 2 and 3 behind me. Like | was crossing 
the river Styx. (laughs) 


An extremely joyful message from Mr. Saturn. 


- But once you managed to complete it so perfectly, tons of postcards came 
in from readers expressing their appreciation for you and the staff. 

Itoi It's greatly appreciated. But that's also why it's so exciting. It's not quite like 
any other kind of created work. And it wasn't like a vengance-driven battle--I'm not 
exactly sure what it was--but it really was a feeling like that of a prayer. A feeling like, 
"If | pray hard enough, everyone can go to heaven!" 

- Fans weren't the only ones happy about MOTHER 3's release. Mr. Iwata., 
who announced the cancellation, and everyone who had been involved in 
the production were jumping for joy too, I'm sure. 

Itoi You can say that again! Mr. lwata has been the producer of MOTHER 3 since the 
N64 version. (laughs) But come to think of it, the decision to cancel MOTHER 3 
eventually connected to all of the hit titles coming out for the DS now. And so, if Mr. 
Iwata had not become the president [of Nintendo], rereleasing MOTHER 3 never 
would have been the "adventure" it was. So | often say it was like a tiny bug climbing 
a great mountain, only to find itself atop a pile of dung. 

- I'm not sure if that's really the best way to... 

Itoi That was the wrong way of putting it. (laughs) It was like we skinned the wrong 
cat. Wait, no. When it rains, it pours... Well, all of those are wrong. (laughs) We had to 
deal with some pretty trying things at that time, but | learned this time around that if 
you really put your heart and prayers into it, things will happen. 

- This may not be MOTHER 2 but prayer is still important. 

Itoi Praying is important. So is singing. 


san hear our plea... 


In the ends of MOTHER 1 and 2, "Sing" and "Pray" are key. 


Q It's Not Like Making Pancakes 


- Let's get back on track. When the main screen appears, it's very 
comforting to see the warm, MOTHER-like pixel art. 

Itoi Those dots really hit the spot. (laughs) 

- What were your thoughts behind choosing a pixel style in a time when 
gorgeous CG is flooding the market? 

Itoi Flashy CG just isn't an option for me. | often find myself thinking how ordinary 
CG is. It's all you see when you watch movies and TV. CG isn't something to 
associate with the words "pretty" and "luxurious" as much as people should be 
saying, "Well, it's just your average CG." | figured because we're drawing a picture, 


it's better to just draw something suitable and disconnect it from the trends around 
us. 

- | can't help but feel as if it's instead connected with the recent retro 
gaming boom, especially with the 20th anniversary of the Famicom. 

Itoi Oh, that's just a coincidence. It's a special characteristic of my teams and | to 
completely drag out production time. For example, I've been asked why we didn't 
just release the game on the DS, but the DS was released afterwards. (laughs) You 
see, we started making 3 before the DS was even announced. So when I'm asked 
why we chose a pixelated style, all | can say is, "Well, hasn't it always been that 
way?!" (laughs) It's not that easy to just take your hands off the wheel. But once the 
state-of-the-art Game Boy Micro came out, | started saying how happy | was that we 
could put it out for the Micro, then. 

- (laughs) 

Itoi But now, people are asking why we chose the Game Boy Micro. You can't just 
change something like that so easily, you know? Seriously, it's not like we're making 
pancakes here. (laughs) 


® Love Theme" Written at End of 
Development 


- Shogo Sakai's music is just magnificent. 

Itoi It's good, huh?! 

- It really is! 

Itoi | felt like Sakai's ring-side supporter. Basically, Sakai wasn't competing with 
the music director of MOTHER 2, Keiichi Suzuki. He was instead competing with 
Keiichi's fans. 

- Yes, the music from 1 and 2 was magnificent as well. 

Itoi It's because the music in MOTHER and MOTHER 2 has reached its zenith. It's 
become a sort of monument with the way everyone raves about it. Like a 
"Monument of MOTHER Music". 

- Yes. (laughs) 

Itoi People treat it that way, almost as if they're paying their respects to this 
"monument". Dealing with that kind of immortalized perfection as competition is 
really tough. And Sakai had to deal with that battle all on his own. 


Sakai has also worked on Smash Brothers Melee and Kirby's Air Ride. Notice the shirt he is wearing. 
- So Mr. Sakai was the only one in charge of MOTHER 3's music? 
Itoi That's right. And there was an insane number of songs to be taken care of. If 


you look at the number of songs, you'll see what | mean. 

- There are 250 songs in the sound player. 

Itoi If you think about it, | had to assign the music to someone in the development 
team, someone who understood the game the most. | realized this even before we 
started development, so | couldn't just request a musician outside of the project like 
Keiichi and have messages passed on for each and every song request. Plus, 
Hirokazu Tanaka is the president of Creatures, Inc. now. 

- And busy with the music composition for Pokemon as well, | would guess. 
Itoi Yeah. And only someone with plenty of time to dedicate to the project could 
do it. Said person would have to be so involved that if he couldn't contribute pencil- 
sharpening duties on the development site, he couldn't have worked on the music. 
On top of that, Shogo Sakai knew the most about MOTHER 3's story. He would tell 
the person making the scenario stuff like, "About this scene, | think we should do 
this." (laughs) 

- The same musical feel from 1 and 2 is really present this time around, 
too. 

Itoi It is. And achieving that is really difficult. Because the things you like and the 
things you've learned are both so important. Technique, too. Sakai really was like a 
pillar of support. | really don't think that MOTHER 3 could have been possible 
without him. 

- We, as fans, are truly grateful. Which of Mr. Sakai's songs do you 
particularly enjoy? 

Itoi | really don't think | can answer that question... They're all very good. 


- After finishing the game, the Love Theme is a real tear-jerker. 

Itoi Actually, that song was made specially, later on. Actually, we didn't even have 
that song until far into the game's development. When the ending was still 
unfinished, we were considering just using the Pigmask theme, (sings tune) Dadan- 
dan-daan, dadan-dan-daan, for our main song. Personally, at the time, | was 
perfectly content with using the Pigmask song as the main theme. 

- Oh, really? 

Itoi But during an extremely important scene, we decided it was necessary to 
have a new song created that would have the greater impact regarding what we 
wanted most to portray. 

- And when did that come up? 

Itoi It was December of last year [2005]. When | announced on Hobonichi;, "It's 
almost finished!", the "Love Theme" didn't even exist. But it added a sense of 
emotion that practically changed some of the actual story. 

- Mr. Sakai sure produced a fantastic piece in a short amount of time. 

Itoi Essentially, Mr. Sakai was waiting for the order. He said, "Oh, that's going to 
be tough," with a big smile on his face. Then he completed the piece almost 
immediately, brought it to me and asked, "How's that?" (laughs) 

- | hear you requested a melody that could be played on the piano using 
one finger. 

Itoi Yes. Eight Melodies, shows up in elementary school textbooks, and | even 
received e-mails telling me how people heard the song played on the flute at school. 
After that, | imagined, this time, a child who can't really play the piano, sitting in the 
school music room playing the piece with a single finger. | told Sakai how | wanted a 
song that anyone could hum along with, and he came up with something really 
magnificent. | was really thrilled. 


Q Itoi Understands the Magypsy Heart 


- Moving on to the story, I'd like to talk about the tagline "Strange, Funny, 
and Heartrending". I would say Fassad's Happy Boxes in Chapter 3 count 
as "strange". 

Itoi Well, everyone seems to have just decided they're televisions. 

- Yeah. (laughs) 

Itoi Well DON'T! (laughs) 

- But they do have antennas, and, well, they really do look like TV sets. 
Itoi Yes, during development | wondered if they did look too much like TVs and 
had them fixed countless times. But the boxes aren't even displaying anything. 

- And they're not computers either, | suppose? 

Itoi Computers? | don't know. I really have no idea. They're just "Happy Boxes". 
So, really, they could even be fish tanks. (laughs) 


It's a TV! It's a PC! It's... a Happy Box! 
- As far as the characters go, the Magypsies are amazingly strange. 

Itoi Yes, they're like mixed-up Chimeras. (laughs) A fusion of man and woman. 

- Before | first encountered the Magypsies, I was told, "They're neither 
man nor woman, nor are they human." That really left it up to my 
imagination as to what frightening creature | was about to come across. 
(laughs) 

Itoi The real credit for that goes to the person who drew the art. (laughs) 

- They really are some fantastic people. 

Itoi It's because the world in the game is so macho. The good guys in the game 
are strong and they fight. The same goes for the bad guys. So in other words, it's 
set up so that might equals right. "Power is Beautiful." And amid all of that, there 
are these non-men yet non-women people who have already gone so far as to 
accept their fate of death. If these characters really existed... | would want people 
who play MOTHER 3 not to act hostile towards them. | would want them to have fun 
together in a world they both share. 

- | can really feel how much you respect the essence of the Magypsies. 

Itoi | really do respect them. | have Magypsy friends of my own. 

- | knew it! (laughs) 

Itoi It's to the point where I've been told how well | understand the Magyspy heart. 
(laughs) And how some players were especially moved to tears in the way the 
Magypsies' sense of beauty differs from the sense of beauty most people adhere to. 
- Only someone like you with such a wide variety of acquaintances could've 
created such a world. (laughs) 

Itoi I'm not one of those people. But | really like them a lot. Enough that I'd want to 
be one myself. (laughs) 


- (laughs) 
Itoi There's a part where a Magypsy says, "Farewell!" and then flutters away like a 
piece of paper. | really like how there's a complete lack of weight... it's almost 

pitiable. (laughs) 


One of Itoi's favorite scenes. Look how light that slowly fluttering form seems! 


- Even though they live for over 10,000 years. (laughs) 
Speaking of which, when a Needle is pulled and a certain 
Magypsy begins to disappear, he says, "I'm well." By any 
chance, is that from "Kiki's Delivery Service",...? 

Itoi Yep. The staff tried to stop me when | wrote that. They said, "If 
you weren't Shigesato Itoi we'd have stopped you." (laughs) 

- There's quite a mysterious ring to the Magypsy names, like 
lonia and Phrygia. 

Itoi That was Shogo Sakai's doing. Apparently they're special 
musical terms. 

- Is that true for all of the Magypsies? 

Itoi Even Mixolydia. 

- Really? 

Itoi Think of it as Mr. Sakai's own play on words. Apparently, people 
who know a lot about music find that naming scheme intriguing. 

- Games in the MOTHER series have adventures to gather 
melodies, so it's nice to have something similar this time 
around, too. 

Itoi Yes, | wanted to keep the music aspect of it important. Just as | 
have great respect for the Magypsies, | also feel very happy with the 
music when I'm playing the game. So it'd be really great if this helps 
bring together people who really love music and people who really 
love gaming. 


© motHER 3: For the Big Boys 


- The way you learn PSI is portrayed a little differently this 
time. 

Itoi It's like, umm... It's like menstruation. 

- 22? 

Itoi One of my themes is representing the physiology of the human 
body. It's a lot like the Asthma Spray.. A character will start sweating 
while realizing PSI, almost like with a teething fever. Whenever a 
human being develops or learns a new ability, the body really takes a 
beating. I've had this experience myself--whenever I'm feeling sluggish 


and exhausted, it's absolutely certain that good things will follow. 
When you're given an overwhelming problem you just can't deal with, 
the only way to cope with it is to completely mobilize your heart and 
your mind and make a strenuous effort to get through it. 

- Ah. Now that you mention it, when Lucas first starts realizing 
PSI in the tunnel stage, he's told to "just deal with it" by a 
Magypsy. 

Itoi Almost like, "What's about to happen to him?" (laughs) 

- (laughs) 

Itoi Only a grownup could've created a story development like that. 
(laughs) 

- The sense of Lucas's growth into an adult in that scene is 
very strong. (laughs) 

Itoi Most games are made by people who deal with young people and 
children, and they make their games with a child's heart in mind. So | 
wanted to approach things from an older man's perspective. | love 
doing things like that. (laughs) | want children to understand that, too. 
But children are good at picking up the general idea behind things. In 
the future, if | happen to live to be 90 years old, | want one of those 
kids to come to me as a grownup and say, "A long time ago, in third 
grade, | played MOTHER 3. | was really nervous and confused about 
what was going on in the hot spring in that tunnel... And that's what 
led me to the place | am today." 

Both: (laugh) 

- What place would that be? Oh, man, this is getting iffy... 
(laughs) 

Itoi Even now, there are people who grew up with "Naughty Good 
Boy",. | think it's really similar to that. 


+Something awoke inside Lucas! 


A coming-of-age trial? You wonder what on earth is going on in the pitch darkness... but then! 
- Of course, CERO, designated MOTHER 3 suitable for all ages. 
Itoi Of course it's suitable for all ages. (laughs) Now that you mention 
it, showing Duster's leg dragging was okay, too. 

- Why did you give Duster a bad leg? 

Itoi | figure that because there are handicapped people in our world, 
it would also be part of the world of MOTHER 3. After all, there's no 
way that any two people have the same physique or even the same 
personality. Just like with the Magypsies, | included Duster so we could 
have someone with bad breath, a disabled leg, and living as a thief. 
The MOTHER 3 world is all about having friends like them. Perhaps you 
could call them symbols of not rejecting such people. 

- Even though Duster's leg is bad, he attacks by kicking... 

Itoi You can speculate whatever you like about it. For example, some 
people might think that there is a metal rod inside it. Others might 


guess that it's stretched out because it's normally not very useful. | 
leave it entirely up to your imagination. 


O pumped about Creating the Pump 
Chimeras 


- Osohe Castle was a strange place, with its ghosts. 


Itoi Whenever trying to portray something, how to represent the flow of time is 
always a source of debate. No matter how correctly you portray a time period, 
it's easy for that depiction to become really shallow. But when you dig up a fossil, 
you realize that there was a time when this thing actually inhabited this world. All 
kinds of historic ruins hold this kind of power, the Nazca Lines, for instance. So | 
created Osohe Castle to act as a time scale of sorts. 

- Osohe Castle is truly a relic that communicates something about the 
past. Tanetane Island is a very strange place, too. 


Itoi | had a hard time with that island. It has that Moonside vibe to it., and it's 
like a mirror of the player's mind in that it reflects their worst nightmares. Even 
the temporary dialogue | had used there at first was so unpleasant | couldn't 
stand to look at it. So | tried to tone things down just enough by rewriting it. But 
that island definitely isn't pleasant at all. 

- When I played it, I felt like I really had to get out of there. It was like 
an innate defense mechanism. 

Itoi That's because it's meant to make you feel that way. Right now I'm 
keeping up with the American drama "Lost", and they both share some of the 
same "flavor". | love stuff like that. | watched other things like "Twin Peaks", 
too. But if | had to say what my worst kind of nightmare might be, it would 
involve my friends and family all being evil. 


Tanetane Island. Nightmares involving friends and family are the scariest. 

- All kinds of strange Chimeras appear in the game, but which one is 
your favorite? 

Itoi Well, let's see, there are so many that show up... I'm going to remain quiet 
on that matter. 

- There are so many Itoi-ish Chimeras that show up... 

Itoi That's only because | was pleased with the Chimeras | kept coming up with. 
Even names that | tacked on temporarily easily made it through to the final 
version. The Squawking Stick was really something, wasn't it? (laughs) But | 
really got a kick out of the Bucket Brothers and the other Chimeras that help 
pump out the water. 


[Doria ) 
+Doh! Look! + 
*They’re trying so hard! # 


Itoi's beloved Bucket Brothers. They really tried hard. 

- The pump Chimeras are fantastic! Though they're more funny than 
strange. (laughs) But actually, since | rushed through the game, I 
accidentally chose the right Chimera first. 

Itoi You dummy! (laughs) You're not even playing around in the world of 
MOTHER 3! 

- I'm sorry! (laughs) 

Itoi It was written all over his face that he was the right choice. | even went so 
far as to have the person say, "Oh, it's just some ho-hum thing..." when you 
select the right Chimera! (laughs) 

- So that's why I thought it seemed like too easy of an answer. (laughs) 
But I'll be sure to use the Bucket Brothers when I play through the 
game a second time. 

Itoi Those guys are great. Doria even cheers them on and says, "Look at them 
try so hard!" (laughs) 


© The Mole Cricket: Reminiscent of 
Buzz Buzz 


- Let's move from "strange" to "funny". So, the "Oxygen Machines" from 
Chapter 7... I felt they were the greatest machines in the series. 

Itoi Yes, they were certainly the "strange and funny" aspect, weren't they? 

- Games have always featured various kinds of ocean floor exploration, 
but you must be the first person to ever create such machines. 

Itoi Yes. They're machines, but then they even say, "Good work today." after a 
hard day of work. (laughs) 

- They're all gathered together after work is over. (laughs) 

Itoi They probably all gather together on their own. Just like when city buses all 
gather together at the station, it's like they're all returning and telling each other, 
"Good work today." I'm quite fond of that. (laughs) 

- When you use the machines, the screen turns pink... 

Itoi Yes, when you're being sucked in. Oh, wait, no. When you're being blown into. 
Both: (laugh) 

Itoi | always mix those up! (laughs) That's when you're being blown into. 

- It seems like you're being sucked in, too, though... (laughs) 

Itoi No, that's just a misunderstanding. 


The Oxygen Machines, hailed as the best machines in the series. Everyone blushes slightly. 


- Speaking of funny, the mole cricket was great, too. 


Itoi | really hope people embrace the mole cricket. It's like he almost understands 
himself, but not quite. Somewhere out there, there's probably some president of an 
emerging company who feels the same way. (laughs) It's like, in the beginning they 
were doing music, but they ended up quitting because they didn't actually have any 
talent. So it's like, "What, you'd been doing it the whole time without any talent, and 
you just noticed now?" 

- So, that's why the defeated mole crickets turned their attention to 
commerce? 

Itoi No, no, that's just what eventually happened. I'm actually a fan of people who 
are like that mole cricket. He did his best, didn't he? 

- The first time the mole cricket appears, the mother squashes him so easily 
that | thought it was going to be his only appearance. 

Itoi That partly acts as a reminder for fans of Buzz Buzz... Kind of like, "Whoa, 
another bug showed up and died?" 

- Oh, I see. Mole Cricket Hole was pretty great, too. (laughs) 

Itoi With the elder mole cricket's sympathy towards youngsters and such. Only an 
adult can really understand the flavor of that. (laughs) Of course the elder mole 
cricket knows the mole cricket is just acting tough and will probably be beaten, but at 
the end he says, "Perhaps mole crickets aren't so powerful after all." (laughs) 

- And that's what led them to learn about the business world. (laughs) 

Itoi When I made that part, | had a really hard time with it. But on the other hand, | 
also hoped the development team's get-togethers would never end... 

- And that's why the enjoyment of the people making the game comes 
through so clearly when playing the game. That really hit home for me. 


8 Itoi's Song the Origin of the Save 
Frogs? 


- So this time around, we save through frogs. 


Itoi Yes. Even before the game was on the shelves, I was anticipating many 
questions about why saving wouldn't involve calling Dad. Actually, | was already 
being questioned about it even before then. (laughs) Changing the system of a 
game is, in the end, going to absolutely guarantee complaints. What I'd really like is 
for people to think that the frogs were even better than phone calls to Dad. 

- It was extremely fun coming across all of the different situations of the 
frogs. Like the geezer frog in the old folks' home. (laughs) 


Itoi Yeah, that one's like, "Sh-sh-shave your game, shonny?" (laughs) But really, 
the question | fear most is, "Why frogs?" But they are tiny, they seem like they 
could be anywhere, and they won't get in your way, yet they do stand out. A dog 
wouldn't really seem like a save point. I've written a song called Furimukeba 
Kaeru,;. When someone fails, a frog comes along and says, "Oh, it's nothing to 
worry about." The lyrics show, hey, you're being told this by a frog. It's obviously 
not worth being that upset about. It's a frog telling you this, what more do you 
want? (laughs) That's where it comes from. 


Frog 
+Ribbit ribbit. 


It's amazing how saving the game can actually be this much fun. Ribbit. 

- The wonderfully fun Mr. Saturns show again this time. 

Itoi | like when the Mr. Saturn shows up later to give you the Franklin Badge. 

- Oh that was good. With the Mr. Saturn trying to cover his face and stuff. 
(laughs) 

Itoi It's good, isn't it? (laughs) | love that part. After he says, "Farewell!" and 
departs from view, he's actually still sitting there, just slightly off screen. (laughs) 

- (laughs) 

Itoi He's off screen, so he feels relieved about it. (laughs) That was actually just a 
bug in the game. But | decided to leave it that way. 

- That's a good bug. So you wrote some text for him. 

Itoi | wound up wanting to keep him there. | like stuff like that. I'm the game's 
creator of course, but | was able to enjoy that from the player's view, too. 


Incognito Mr. Saturn. His stealthy costume is just too cute. 


Q Naming the Characters is Actually a 
Big Deal 


- Well then, let's move on to the "heartrending" part of the story. 

Itoi All right. 

- First of all, Hinawa suddenly dies right in the first chapter, so it seems 
there were some female players who were really shocked by this after 
naming Hinawa after themselves. 

Itoi Sol hear. That's the depth of attaching a name to something. There are some 
who just name the characters AAAAA, and a long time ago, | felt a little upset 
toward people like that. | wanted to tell them that it's a big deal to give your 
characters names of their own. 

- And that's especially important this time around. 

Itoi When I heard about the impressions people got from Hinawa's death, the 
ones that really stood out to me were from people who had named her after their 
own mothers. It made me really happy when they mentioned how, afterwards, they 
really appreciated their mothers. There were also some mothers who used their 
own names, and accepted Hinawa's death with a feeling of warmth. | think those 
are the people who are living their own lives to the fullest. 

- | can see that. 

Itoi One of the underlying themes of MOTHER 3 is that there are two feelings--like, 
"C'mon, it's just a game," and, "C'mon, be serious, this is a game here." So | put a 
powerfully moving scene right in the beginning, as a testament to the interesting 
developments to come. Making that first chapter was really tough, especially 


because | felt like | did such =— things with it. 


Hinawa's death in Chapter 1. The sunflowers blooming around the grave under a bright blue sky provided a 
lasting image. 


- Some say that the game isn't very MOTHER-like... 

Itoi Well, that really can't be helped. But if you play through the game for a little 
while, you'll see it's okay. Had we done it otherwise, people would've complained, 
"It's just a dumb carbon-copy rehash of 1 and 2." | wasn't trying to be strategic about 
it or anything, but MOTHER 3's story is what it is. That's really all that | can say about 
it. But it's true that if you give the characters personal names, you're probably in for 
a big shock. 

- And I'm sure there are people out there who became completely 
submerged in that world. 

Itoi But no matter how you look at it, it is just a game, and it's not a true story. So 
to get this point across, | tried to make it as exaggerated as | possibly could. When 
Bronson tries to break the news of Hinawa's death, he says, "I've got good news and 


bad news." But didn't you find that to be a rotten thing to say? 

- | felt pretty uneasy about that line. 

Itoi | left that feeling of uneasiness in there without cutting back on it at all. To me, 
that was pretty important. In that scene, everyone is offering their deepest 
condolences, but if | had let the game continue on with that mood, | definitely 
wouldn't have been able to throw those Oxygen Machines into the game later. 
(laughs) 

- I'm grateful that you put those Oxygen Machines in for us. (laughs) 


Q A Game With Depth 


- Salsa's story in Chapter 3 is pretty sad, too. The way Fassad always 
electrocutes Salsa really creates a feeling of hatred for him. 

Itoi Hatred is really important too. In this case, it shows that there are people in the 
world of MOTHER 3 who hurt others out of enjoyment. Fassad doesn't really 
understand the pain of others, you know? But the key is that he's using the pain of 
others to accomplish things for his own benefit. No characters are really ever that 
bad. Character that bad can only be used as a joke. 

- And it's also an important point that we're playing as Salsa, isn't it? 

Itoi During battles, there are times when Fassad appears to be a reliable ally. That 
evokes very complex emotions. Basically, the person who hurts you the most is the 
one who comes to your aid to save you from outside enemies. There's also the 
feeling of, "You probably haven't felt this feeling before, have you?" Games are really 
interesting because they're able to do that. You wouldn't be able to transfer 
something that evokes emotions in that way into a novel, for instance. 

- That's true. 


Itoi Things like that are what give games depth. 


Even though Fassad electrocutes Salsa, he still seems reliable in battle 

- The Clayman Factory is a really sad place, too. 

Itoi Yeah. Makes you wonder what the Claymen really are. It seems like a story 
about someone smart who used cheap materials... 

- The Claymen appeared during the Nintendo 64 years, too, didn't they? 
Itoi The design of the Claymen has always been a theme I've been working on in 
my mind. I felt their design this time was okay, but to tell you the truth, I still feel like 
the very best Clayman design would have turned out differently. 

- Oh, really? 

Itoi It was important material for me, almost to the point where | could let someone 
make a movie about the Claymen. You can make the claim that Claymen are people, 
too. 

- | can see that point of view, too. 


Itoi After all, in some myths and legends, it's thought that God breathed life into a 
pile of clay to create humans. | hope people will get a taste of the Claymen's sadness 
and endless sorrow when they look at them. 

- When I see them working as hard as they can, I really do feel sad. But, the 
absolute saddest part of the entire game is the last battle. 


Itoi ...Yes. 
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The endlessly-working Clayman, who can say nothing but, "Muooon." Sad. 


